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MULTIMEDIA EDITION 


Macmillan Dictionary 
for Children 


America’s Best Selling Dictionary 
Comes Alive in an Interactive Sight and 
Sound Experience! 



Dictionary for Children 

n 


Multimedia 






ZAK, our featured animated character, assists 
you through a guided tour, joins you in a game 
of hangman or even challenges you to a spelling 
bee. Not only does the Macmillan Dictionary 
for Children-Multimedia Edition enhance its almost 12,000 

word entries with some 1,000 illustrations, but also, by clicking on the pronunciation of each word you can hear it 

spoken, and, within many words, you will even be able to hear illustrative 
sound effects. With its many other exciting features, we’re sure you’ll enjoy 
using this valuable reference tool, which brings the power of the 

Multimedia PC to America’s best 
selling children’s dictionary. 



The Dictionary starts with the “A” page 
including the start of the “Word List.” 


Minimum System Requirements: 

MPC™ Version: 

• MS-DOS® or PC-DOS operating system version 3.1 or later 
•Microsoft® Windows™ with Multimedia Extensions 1.0 

or Windows 3.1 

• Microsoft MS-DOS CD-ROM extensions (MSCDEX) version 
2.2 or later 

•Multimedia PC including: 

- 386sx microprocessor 

- Hard Drive 

- 4 MB of RAM 

- CD-ROM drive 

- MPC compatible Audio Board 

- Speakers or headphones 

- VGA graphics adapter and color monitor 

- Mouse 



Word entries can include definitions, 
sample sentences, pronunciations you can 
hear, illustrations, and sound effects. 



There are three games included with the 
dictionary, including this Hangman game. 


For more information, contact: 

Macmillan New Media 
124 Mt. Auburn Street 
Cambridge, Massachusetts 02138 

Telephone: (800) 342-1338 
Facsimile: (617) 868-7738 


Multimedia PC 


Suggested retail price: $39.95 

(Call for network pricing) 

©Copyright 1993 Macmillan New Media, a division of Macmillan, Inc. 
All rights reserved. The Macmillan Dictionary for Children ©1989 by 
Macmillan Publishing Company, a division of Macmillan, Inc. 

Used by permission. 

The Multimedia PC logo is a trademark of the Multimedia PC 
Marketing Council, Inc. 
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It happened on the eve of May the first, just at the 
stroke of midnight, which superstitious people think is 


In her latest adventure, Annabel the cat, finds herself in Medieval England with a lively marmalade 
tabby cat who introduces her to pilgrims, minstrels, monks, knights, and a very lucky mouse. 

This Macintosh and Windows compatible CD-ROM features: 

• 3D illustrations and stereo soundtrack that captivates users of all ages 

• Story controls help young readers build reading skills. 

• interactive story activities to review vocabulary and check 
reading comprehension. 

• Illustrated articles introducing Medieval history, daily life, 
and the crusades. 

• Fun activities like coloring galleries, folk dancing, and chess, make 
learning about the Middle Ages fun. 


"Pilgrims, aye." the tabby 
retorted "some traveling 
towards Winchester, 

I'm sure. To wonder at the 
cathedral's illuminated Bible 


Please Send Me More Information on Annabel’s Dream 
of Medieval England To: 


Name 

Address 

City_ 

Phone 

Please Check One 
I Have a 


Macintosh 
with a CD-ROM drive 


IBM _ Neither 

without a CD-ROM drive. 


For More Information: 

1-800-648-1719 


3933 Steck Ave., B1 15 


Austin, Texas 78759 




























File Edit Go Options Help 


Start building with a single 
block, a piece of wall, or an 
entire pre-fab house. 


Chimney 2 


Design your house 
using dozens of colors, 
patterns and materials. 


Skylight t 


Davidson’s Kid Keys 

The Magical Typing Tutor 


Available at Babbage's, Best Buy, CompUSA, Egghead Software, Electronics Boutique, Software Etc., 
and other fine retailers. Windows™ is a trademark of the Microsoft Corporation. 


Ages 7 and Up 


No hard hat required! 


Look for these other award-winning 
Davidson Kid Tools! 

Davidson's 
Kid Works 2 

The Creativity Kit 
That Writes, Paints, 
and Talks! 


Just grab your mouse and start 
building! This amazing 3-D 
design studio lets you create 
houses, forts, gazebos, and all 
sorts of structures with elec¬ 
tronic building blocks that 
click into place. And with 
Kid CAD, building is only 
the beginning. You can 
paint and decorate every¬ 
thing in sight, including the 
kitchen sink! Then fill your cus¬ 
tomized creation with a huge assortment 
of people and pets, furniture and ferns— 
or even a dinosaur. 

Kid CAD’s 3-D Virtual Environment lets 
you change your perspective. View your 
house from the backyard or peek 


through the front door. With the simple 
click of a button you can zoom in or out, 
switch from a bird's-eye view to eye level, 
or circle around to see your house from a 
different angle. 

Plus, Kid CAD is loaded with sensational 
sound effects that make building as fun 
as it sounds! 


Suggested Retail Price: 
$49.95 Windows 

ORDER TOLL FREE 

(800) 545-7677 or (310) 793-0600 
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MICROSOFT® 

WINDOWStm 

COMPATIBLE 


Davidson. 

Teaching Tools From Teachers 
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It Took A 


Bunch Of Characters 



If you really want to know what learning’s 
all about, talk to a bunch of kids. We did. And based 
on those conversations (and those with leading 



educators), we created EA*Kids, a new generation of 
children’s software for kids ages 3-14 that puts the 
fun back in learning. Each game features friendly 
characters who accompany kids on magical 


adventures, fdled with Hollywood-style animation 


(Actual Game Screen) 

“ EA*Kidsputs the emphasis on 
discovery and new connections. And that’s 
where the real education lies.” 

— Computer Gaming World 


yyy & 

tt\ * Kidf. 


The Kids Software Experts 


and original music scores. So while having the time 

of their young lives, children learn everything from 

colors, numbers and letters, to reading, creativity and 

deductive reasoning. Electronic Arts has created the 

world’s leading interactive entertainment software for 

ten years. And we haven’t stopped having fun yet! 

To order an EA* Kids demo disk or videotape, 
call 1-800-245-4525. 

Now available for IBM® and compatibles. Coming soon for Macintosh® and CD-ROM. 


© 1993, Electronic Arts. All rights reserved. EA* Kids, Electronic Arts and all software titles are trademarks of Electronic Arts. IBM and Macintosh are registered trademarks of International Business Machines Corp. and Apple Computer, Inc. respectively. 
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PC Kids wants to hear from 
you! Send your letters, 
drawings, photos and jokes 
to PC Kids Scribbles, P.O. 
Box 385, Prospect, Ky 40059. 


us. We'd like to see it and 
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MATRIX 


10 REM ULTIMATE MATRIX Ed 
20 WIDTH 40: KEY OFF: COLOR 14,1: CLS fed 
30 LOCATE 2,2: PRINT “BEGIN MAKING PATTE 
RNS WITH THE NUMBERS” fed 
40 LOCATE 3,2: PRINT “BELOW, THEN TRY US 
ING OTHER NUMBERS!” Ed 
50 COLOR 12,1: LOCATE 6,8: PRINT 
Y STEP RADIUS” fed 
60 LOCATE 7,7: PRINT STRING$(28, 

70 B$=STRING$(8,” “): COLOR 14,1 
80 FOR X=1 TO 5 fed 
90 READ C$,D$,E$ fed 
100 LOCATE X+7,10: PRINT C$B$D$B$E$ 

110 NEXT X fed 
120 DATA 20,20,25 fed 
130 DATA 16,08,14 fed 
140 DATA 12,10,21 fed 
150 DATA 10,10,05 Id 
160 DATA 10,07,10 fed 
170 COLOR 10,1: LOCATE 15,5: 

ER OF X STEP INCREMENTS”;A fed 
180 LOCATE 16,5: INPUT “NUMBER 
INCREMENTS”^ id 

190 LOCATE 17,5: INPUT “NUMBER RADIUS OF 
ClRCLE”;C id 
200 SCREEN 1: CLS Ed 
210 FOR X=0 TO 319 STEP A Ed 
220 FOR Y=0 TO 199 STEP B Ed 
230 CIRCLE (X^I.C fed 
240 NEXT Y,X fed 

250 A$=INKEY$: IF A$=”” THEN 250 id 
260 SCREEN 0: WIDTH 40: COLOR 14,0: LOCA 
TE 12,13: PRINT “DO ANOTHER (Y/N)?” Ed 
270 A$=INKEY$: IF A$=”” THEN 270 fed 


INPUT 


IF Y 


NUMB 


STEP 


Figure 2: 

X-Step = 20, Y-Step = 10, Radius = 10 























luper Sneak 


April Fool's day is almost here, and I've been busy 
getting ready to surprise a few of my friends. If you're like 
me, though, it doesn't have to be a special occasion to be 
sneaky. I just learned how to use Windows to send secret 
messages to my friends. The Windows' Write program 
makes it easy — you don't have to spend all day decipher¬ 
ing secret codes! Here's how: 


1 Start Windows , then start Write by double-clicking on 
the Write icon. It looks like this: 

Write 

2 When Write is running, pull down the Character menu 
and click on Fonts... From the pop-up box, click on a font 
you like and select a size (give Helvetica 14 a try), then click 
on OK. 



3 Write your message. Here's what I wrote in a recent 
note: 


Write -JOESAMPL.WRI 


File Edit Find Character Paragraph Document Help 


|Hey, Joe: 


The £uys are all setting together tomorrow 
afternoon. We are fioins to Plan the blowout 
party my mom said I could have Friday nleht 
at my house. Meet us by the water fountain 
at the football field after school. 

Zack« 


4 Now encode your message simply by changing the font 
to one with unrecognizable letters. To do this, first select all 
the words in message — put the mouse by the top-left 
word, hold down the left mouse button and drag the 
mouse to the bottom of the text. All of the words should 
now be white letters with black behind them. To encode, 
pull down the Character menu and select Fonts... like we 
did before. But this time, select the Symbol font. When you 
click on OK, your message is encoded. Then save it by 
pulling down the File menu and clicking on Save As... My 
encoded message looks like this: 


Write -JGESAMPLWRI 


File Edit Find Character Paragraph Document Help 


Hryy doe: 

Tne yoyro ape aAA yrra.vy t o yex n ep to pop pore 
at|>Tepvoov. Qeoape yoivy to nXav Trie [3AooxmT 
Ticr.pTyr pyr pop oai5 I %ouA5 F[a.toe OplSayr vtyr['| 
otT pyr ponae. Meet no [3yr Tpe roc/Tep tjjonvTcav 
(xt Tpe (})oot|3oc.AA tjjieA.5 m\mp a%no°A. 


5 If your friend has Windows, too, give a disk with the 
message saved on it to him or her. To decode the message, 
al he or she has to do is load it into Windows' Write program 
(pull down the File menu and click on Open) and change 
the font to something readable, such as Helvetica or Times. 
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6 If your friend doesn't have Windows , you'll need to 
make a decoding chart. You can do this in Write; type two 
A's on the first line, two B's on the next and so on until you 
have several lines, each with two letters or numbers on it. 
Now select the first A on the first line (like we did before) 
and change it to the Symbol font. Move to the next line and 
select the first B. Change it to the Symbol font. Do this until 
the first letter or number on each line is in the code font. 
That's it! Once you give this chart to your friends, they'll be 
able to decode other messages you write and send to them. 
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Computer Talk 




01001000 01000101 
01001100 01001100 
01001111, 01000010 
01000101 01010100 
01001000! 


In the past couple of issues of PC Kids, we've shown 
examples of the language computers use. If you've been 
with us, you already know that computers "talk" using 
zeroes and ones instead of the letters and numbers we use 
— even if you don't know what all those zeroes and ones 
mean. (It's just like hearing someone speak in Spanish; you 
may know it's Spanish, but that doesn't mean you know 
what the person is saying.) 

In this issue are several ways you can create and use 
codes to send secret messages to friends. But on this page 
we're going to break the secret and show you the code 
your computer uses! 

Computers "talk" using a code called the American 
Standard Code for Information Interchange. Boy, what a 
mouthful! Most people shorten this name to ASCII — it's 
pronounced ASK-EE. The ASCII code tells which zeroes 
and ones are used to represent each letter or number (the 
kind we normally use). Figure 1 is a chart of the main 
characters in the ASCII code. 

Now that's a lot of zeroes and ones! Imagine writing 
01000001 every time you wanted to use the letter A. In 
computer "talk," the word THE becomes 01010100 


01001000 01000101. Whew! But the computer doesn't 
think it's that hard to work with. In fact, it's easier for the 
computer to use the ASCII code than the alphabet we 
learned in school. 

You can use the ASCII code to send messages to your 
friends. But don't get caught passing ASCII notes in com¬ 
puter class — the teacher will be able to read them! 


A 01000001 
B 01000010 
C 01000011 
D 01000100 
E 01000101 
F 01000110 
G 01000111 
H 01001000 
I 01001001 
J 01001010 
K 01001011 
L 01001100 


M 01001101 
N 01001110 
O 01001111 
P 01010000 
Q 01010001 
R 01010010 
S 01010011 
T 01010100 
U 01010101 
V 01010110 
W01010111 
X 01011000 


Y 01011001 
Z 01011010 
0 00110000 
1 00110001 
2 00110010 

3 00110011 

4 00110100 

5 00110101 

6 00110110 

7 00110111 

8 00111000 
9 00111001 


Figure 1: ASCII Characters 


If there is something you want 
to know about computers, write 
to PC Kids, P.O. Box 385, 
Prospect, KY 40059. 















Shareware is a special 

kind of software (com¬ 
puter program) that you 
can try before you buy 


If you try a shareware program 

and you don't like it (and don't use 
it), you don't have to pay the 
author for it. 


ii l Lio i pay 








o 


F ne neat thing about shareware pro¬ 
grams is that they usually cost less than soft¬ 
ware you might buy at a computer store. And if 
you don't like them at all, the only thing you 
pay for is having them sent to you. Another neat 
thing is that you can "share" these programs 
with your friends. This is illegal with regular 
software you buy at a store or through the mail. 
But this is what makes shareware so good. Of 
course, if your friends like the programs and use 
them, they must pay for them too. 


o register a shareware program, check 
the program's directory on the disk (ask 
Mom or Dad for help) for a text file that tells 
you how to register. Sometimes this informa¬ 
tion is in the program itself. Then send the 
required registration fee to the address you 
see there. That's all there is to it! 



CGA Games #1 


Arctic Adventure 

Columns 

Hangman 

Hi-Q 

Star3D 

Word Hunt 2.0 



Aldo’s Adventure 
Commander Keen Part 1 
Mahjongg 3.4 
* EGA graphics required 
** Available only on 3 V 2 -inch disk 


w, 


hen you order a shareware disk from PC Kids , the 
money you send covers the cost of making the disk and 
sending it to you. After you've tried the programs on the 
disk for a couple of weeks and decided to keep some (or 
maybe all), you must register the programs you like with the 
people who wrote them. 



Windows Games #1 

Attaxx 

Box World 

Lander 

Pipe Dream 

Windows Yacht 

* Requires Microsoft Windows 


r - 


n 


CGA Games #1 

copies x $5 each = 

$ 

EGA Games #1 

copies x $5 each = 

$ 

Windows Games #1 

copies x $5 each = 

$ 

DISK SIZE 

(circle one) 

3V2 5V4 

Subtotal 

$ 

KY residents add 6% sales tax 
Canadians add 7% GST 

$ 

TOTAL 

$ 




Send to . 
Address 
City- 


State 


ZIP_ 


□ Payment enclosed (do not send cash), or charge to 

□ Visa □ MC □ AE 


Card # - 


Exp. 



Signature 


Phone 


L 


For faster service on credit-card orders, call 1-800-847-0309. 
j^Other inquiries call 1-502-228-2200. 


Mail To: PC Kids Shareware 
P.O. Box 385 
Prospect, KY 40059 
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This word search puzzle is based on the computer's 
printer and things that relate to it. Below is a list of 
printer terms. When you find a word in the puzzle that 
matches a word in the list, just circle it! (Hint: No listed 
words in this puzzle run backwards or straight up.) 


UOC PD LAS 
TVYAEUND 
YBTROBTO 
PMPAQRIB 
EHRLNOBC 
FJALPRIR 
AGFEEDER 
CBRLZC LI 
ERIDOT RU 
JBNNRTNK 
BOCAAOBI 
KLPMTY RE 
CDTOITAL 
LOQUVSRT 
DME FONTS 


UNDERLINEH 
OAGCBTVXOC 
N E RAPMU RCA 
NCONSVXTSR 
TP RINTAC ET 
LWNTPSERLR 
XIKNQVEBZI 
OSOROSAYSD 
CBAFATRACG 
BC E LSD FJ RE 
DIN KJ ETOU R 
GKACTRAY SQ 
ICSJUMPBVD 
PC KIDSAQ RX 
MWTX P LATEN 


BOLD 

CARTRIDGE 

DOT MATRIX 

FEEDER 

FONTS 

INKJET 

ITALICS 

LASER 


PARALLEL 

PLATEN 

PRINT 

RIBBON 

TONER 

TRAYS 

TYPEFACE 

UNDERLINE 


STILNE 


LURPEP 


DIARO 


Humble Jumble 


Hey, kids! Unscramble the four words below, then 
use the circled letters in the unscrambled words to form 
another word that solves the puzzle. But be careful — 
one of the scrambled words can easily be unscrambled 
into two different words, and only one of them is right! 


ROCLO 


was the "straw" that 
That last floppy w ^ s 

broke Bobby's stack. 


We guess you could say he 
had a disk. 




















































H ave you ever heard the phrase "makin' time? 7 ' It 
usually means someone is moving along real fast. 
But at PC Kids it has a second meaning — you can 
build a working clock! If you follow the directions in this 
article, you 7 ll have your very own "computerized 77 clock to 
put in your computer area (or anywhere else you'd like it). 

The PC Kids clock is easy to make and really looks great 
hanging on the wall. Best of all, it costs under $10 to make, 
so it won't break your piggy bank. With Mother's Day and 
Father's Day coming up, you might even decide to make a 
couple to give as gifts. And you don't have to stick with the 
"computer' 7 design — you can create just about any clock 
face you want. 

You can buy the listed materials for your clock at a 
hobby or crafts store. If you have trouble locating the 
quartz clock module, you can get one from Klockit (P.O. 
Box 636, Lake Geneva, WI 53147, phone 1-800-KLOCKIT 
or 1-800-556-2548; prepaid $6.55; order number 71234). 



* 


t 

















1 Move the disk material inside the disk sleeve so the holes 
are centered. Now lift the disk sleeve a little and put a dab 
of rubber cement inside so the disk material can't spin or 
move. 

2 Cut a square of matboard 5 inches on each side. (Or cut 
three 5-inch squares of posterboard and glue them on top of 
each other.) 

3 Draw an X on the back of the matboard from corner to 
corner. The center is where the lines of the X cross. With help 
from an adult , cut or drill a 3/8-inch hole in the center of the 
matboard. 

4 Use rubber cement to glue the matboard to the back of 
the disk. Make sure the hole in the matboard is in the center 
of the disk. Set this aside to dry for a couple of hours. 


5 When the rubber cement has dried, put the rubber 
gasket (it comes with the clock module) on the clock shaft, 
then put the clock shaft in the hole in the matboard. Put the 
brass washer and mounting nut on the shaft, then tighten 
the nut. 

6 Put the hands on the clock movement; the instructions 
that come with the clock will tell you how. 

7 The clock may be difficult to read since it doesn't have 
numbers. If you want, you can buy small numbers at the 
craft shop, then glue them in place on the front of the disk. 
To do this, set the clock so that the hour and minute hands 
point straight up. This is where the 12 goes. Now move the 
minute hand clockwise all the way around until it points 
straight up again. The hour hand now points at the place 
where the 1 should go. Do this again and again until all the 
numbers are in place. 


RUBBER CEMENT 


QUARTZ CLOCK 
MOVEMENT 


OPTIONAL 
SECOND HAND 



USE OPEN NUT 
WITH OPTIONAL 
SECOND HAND 


CAP NUT 


You can decorate the clocks you make any way you'd 
like. You could cut the PC Kids logo from the front of a 
magazine and glue it in the center. Or you can decorate the 
hands. Also, the face of the clock you make doesn't have to 
be a floppy disk. You can draw your own face on white or 
colored matboard. If you make a clock face different from 
ours, take a picture and send it to us—we'd love to see your 
creations! 























H ave you ever been really excited about something 
great that happened, but you couldn't find any 
one to tell? That doesn't have to happen — not if 
you tell your new computer journal. JOURNAL is a pro¬ 
gram that gives you a private place to jot down feelings and 
thoughts about anything you want! The program is set up 
down a few lines each day. That's right! 

r! And you can write 




question marks. To make sure you typed your password 
right, JOURNAL asks you to type it two times. After this, 
the program runs like it will every time you run it from 
now on. Yes, you'll have to enter your password again. 

The JOURNAL main menu allows you to write an entry 
or look up an entry for a certain day, or quit. To write an 
entry, press 1, then answer the questions about the month 
and the day. After this, you have up to six lines for writing 
your entry. While writing, make sure you don't press 

ou're done! You can press the space bar several 
iext line. When your entry is complete. 


you're ready to get started, type run anc ^ 

The first time you run JOURNAL, it builds a special 
place on the disk to save what you write. After this, the 
program asks for your name and a secret password. The 
best passwords are words, letters or numbers that are easy 
for you to remember, but hard for someone else to figure 
out. And make it more than four characters long, but less 
than eight. Whatever your password is, make sure you 
remember it; otherwise, even you won't be able to read 
your journal. 

To help keep your password a secret, JOURNAL doesn't 
print it on the screen as you type it; instead, it prints 



of the scr 



rrKn| 
ant tj 
[enu; 
llowi 

look at the previous oTnext ei 
menu. To change the entry, press 1. _ 

entry just like we said before. To look at the entry 
day before, press 2, and for the day after, press 3. To return 
to the main menu, press 4. If you are ready to leave the 
journal for a while, always return to the main menu, then 
press 3 to quit. 

JOURNAL can be a great friend, and you can tell it 
anything you want. And it's kind of fun to go back and 
read what vou were doing weeks or months ago! 




















Build a New Year 



Right now, JOURNAL sets up space for the year 1994. 
When the new year rolls around, you'll probably want to 
build another journal. Here's how: 

Make a fresh disk, and save a copy of JOURNAL on it. 
>«• Start BASIC and change JOURNAL so the end of Line 
20 becomes Y$=“95” instead of Y$=“94”. Save the program 
to the disk using the same name, 
ra" Run JOURNAL as described in the article. 



10 WIDTH 40: KEY OFF: COLOR 0,0: CLS B 
20 J$=””: SP$=STRING$(240,” “): EP$=STRI 
NG$(200,” “): Y$=”94" B 
30 ON ERROR GOTO 50 B 
40 FILES “A:”: GOTO 80 B 
50 COLOR 7,1: CLS: IF ERR=53 GOTO 80 B 
60 IF ERR=71 THEN PRINT “YOUR JOURNAL DI 
SK MUST BE IN”: PRINT “DRIVE A: BEFORE Y 
0U RUN THIS PROGRAM!”: PRINT: STOP B 
70 PRINT “ERROR NUMBER”;ERR: PRINT “STOP 
PING PROGRAM NOW!”: STOP B 
80 ON ERROR GOTO 0: COLOR 7,1: CLS B 
90 F$=”A:J0UR”+Y$+”.DAT”: OPEN F$ AS #1 
LEN=244 B 

100 IF L0F(1)>0 THEN CLOSE #1: GOTO 160 B 
110 CLOSE #1: PRINT “THERE IS NO JOURNAL 
DATA FILE ON”: PRINT “THE DISK IN DRIVE 
A:!”: PRINT: PRINT “DO YOU WANT TO CREA 
TE IT (Y/N)?” B 

120 A$=IN KEY $: IF A$=”” THEN 120 B 
130 IF A$=”Y” OR A$=”y” THEN GOSUB 860: 

RUN B 

140 IF A$=”N” OR A$=”n” THEN CLS: END B 
150 GOTO 120 B 
160 GOSUB 830 B 

170 COLOR 10,1: CLS: GET #1,367: GOSUB 8 
50: GOSUB 1130 B 

180 J$=LEFT$(J$,X)+CHR$(39)+”S JOURNAL “ 
+CHR$( 39 )+Y $ B 

190 LOCATE 2,20-1 NT(.5*LEN(J$)): PRINT J 
$ IB 

200 GET #1,368: CLOSE #1: GOSUB 850: GOS 


UB 1130 B 

210 J$=LEFT$(J $,X) B 

220 LOCATE 6,4: COLOR 14,1: PR_INT “WHAT’ 

S THE PASSWORD?”: LOCATE 8,4 B 
230 A$=””: PI$=””: GOSUB 1070 B 
240 PI$=P$ B 

250 IF Pl$OJ$ THEN CLS: END B 

260 LOCATE 8,4: PRINT “PASSWORD ACCEPTED 

III” |[Enter| 

270 FOR X-l TO 10000: NEXT X B 

280 LOCATE 6,1: PRINT SP$ B 

290 LOCATE 7,8: COLOR 11,1: PRINT “WHAT 

DO YOU WANT TO DO?” B 

300 LOCATE 10,9: COLOR 12,1: PRINT “1) W 

RITE AN ENTRY” B 

310 LOCATE 12,9: PRINT “2) LOOK UP AN EN 
TRY” IB 

320 LOCATE 14,9: PRINT “3) EXIT THE JOUR 
NAL” B 

330 LOCATE 17,8: COLOR 11,1: PRINT “PRES 

S A KEY (1, 2 OR 3):”: B 

340 A$=INKEY$: IF A$=”” THEN 340 B 

350 A=VAL(A$): IF A<1 OR A>3 THEN 340 B 

360 ON A GOSUB 390,550,730 B 

370 GOTO 290 B 

380 END B 

390 GOSUB 1150 B 

400 GOSUB 740 B 

410 C$=A$+STR$(D)+”, 19”+Y$ B 

420 LOCATE 7,20-1 NT(.5*LEN(C$)): PRINT C 

$ l[ Enter l 

430 GOSUB 830: GET #1,RE: CLOSE #1: GOSU 
B 850 Ihd Jlii 













440 IF LEFTS(J$,1)<>”*” THEN 600: RETURNED 
450 LOCATE 16,1: COLOR 14,1: PRINT “TYPE 
YOUR ENTRY IN THE BOX ABOVE, BUT” B 
460 PRINT “MAKE SURE YOU DON’T TYPE MORE 
THAN SIX” B 

470 PRINT “LINES. PRESS [ENTER] WHEN YOU 
‘RE DONE.” fed 

480 LOCATE 9,1: COLOR 0,7: PRINT SP$ fed 

490 LOCATE 9,1: LINE INPUT J$ fed 

500 LOCATE 20,11: COLOR 14,1: PRINT “IS 

THIS OK (Y/N ) ?” fed 

510 A$=IN KEY $: IF A$=”” THEN 510 fed 

520 IF A$=”Y” OR A$=”y” THEN 540 fed 

530 IF A$=”N” OR A$=”n” THEN GOSUB 1140: 

RETURN ELSE GOTO 510 fed 
540 GOSUB 830: GOSUB 840: PUT #1,RE: CLO 
SE #1: GOSUB 1140: RETURN fed 
550 GOSUB 1150 B 
560 GOSUB 740 fed 
570 IF RE<=0 THEN RE=1 fed 
580 IF RE>=367 THEN RE=366 fed 
590 GOSUB 830: GET #1,RE: CLOSE #1: GOSU 
B 850: M=VAL(M$): D=VAL(D$) fed 
600 GOSUB 780: COLOR 11,1: LOCATE 7,1: P 
RINT STRINGS(39,32): C$=A$+STR$(D)+”, 19 
“+Y$: LOCATE 7,20- INTI.5*LEN(C$)): PRINT 
C$ fed 

610 LOCATE 9,1: COLOR 0,7: PRINT SPS: LO 
CATE 9,1: PRINT J$ fed 
620 LOCATE 17,12: COLOR 14,1: PRINT “D 
CHANGE ENTRY” fed 

630 LOCATE 18,12: PRINT “2) SEE PREVIOUS 
ENTRY” fed 

640 LOCATE 19,12: PRINT “3) SEE NEXT ENT 
RY” fed 

650 LOCATE 20,12: PRINT “4) RETURN TO ME 
NU” fed 

660 A$=INKEY$: IF A$=”” THEN 660 lid 
670 A=VAL( AS ) lid 

680 IF A=1 THEN GOSUB 1150: GOSUB 450: G 
OTO 570 fed 

690 IF A=2 THEN RE=RE-1: GOTO 570 fed 
700 IF A=3 THEN RE=RE+1: GOTO 570 fed 
710 IF A=4 THEN COLOR 7,1: GOSUB 1150: R 
ETURN lid 
720 GOTO 660 lid 

730 CLOSE #1: FOR X-l TO 10000: NEXT X: 
COLOR 7,1: CLS: END lid 

740 LOCATE 8,10: INPUT “WHICH MONTH (1-1 
2)”;M$: M-VALCMS): IF MCI OR M>12 THEN 7 

40 j Enter) 

750 LOCATE 10,10: INPUT “WHAT DAY OF THA 
T MONTH”;D$: D=VAL(D$): IF D<1 OR D>31 T 
HEN 750 lid 

760 IF D>30 AND (M=4 OR M=6 OR M=9 OR M= 



11) THEN 750 lid 

770 IF D>29 AND M=2 THEN 750 fed 

780 RE=0: RESTORE 810 fed 

790 FOR X=1 TO M-l: READ AS,A: RE=RE+A: 

NEXT X: RE=RE+D: READ AS,A fed 

800 GOSUB 1150: RETURN fed 

810 DATA JANUARY,31,FEBRUARY,29,MARCH,31 

.APRIL,30,MAY,31,JUNE,30 fed 

820 DATA JULY,31,AUGUST,31,SEPTEMBER,30, 

OCTOBER,31,NOVEMBER,30,DECEMBER,31 fed 

830 OPEN F$ AS #1 LEN=244: FIELD #1, 2 A 

S MIS, 2 AS D1 $, 240 AS J1S: RETURN fed 

840 LSET M1$=M$: LSET D1$=D$: LSET J1$=J 

$: RETURN fed 

850 M$=M1$: D$=D1 $: J$=J1 $: RETURN fed 
860 GOSUB 830 fed 
870 J$=STRINGS(240,”*”): R=0 fed 
880 RESTORE 810 fed 

890 CLS: LOCATE 10,2: PRINT "BUILDING JO 

URNAL FILE ON DISK ...” fed 

900 FOR M=1 TO 12 fed 

910 M$=STR$(M): READ AS,A fed 

920 FOR D=1 TO A fed 

930 D$=STR$(D): R=R+1 fed 

940 M$=RIGHTS(MS ,2) : D$=RI_GHT$(D$ ,2) B 

950 GOSUB 840: PUT #1,R B 

960 NEXT D: NEXT M B 

970 PRINT: INPUT “WHAT IS YOUR FIRST NAM 
E”;AS: J$=A$+STRINGS(240-LEN(AS),”*”) B 
980 GOSUB 840: PUT #1,367 B 
990 A$=””: P$=””: PRINT: PRINT “NOW TYPE 
A SECRET PASSWORD”: PRINT “T’RESS [ENTER 
] WHEN YOU’RE DONE:”:PRINT B 
1000 GOSUB 1070: P1$=P$ B 
1010 AS-””: P$=””: PRINT: PRINT “TYPE IT 
AGAIN TO MAKE SURE”: PRINT “YOU TYPED I 
T CORRECTLY:”: PRINT B 
1020 GOSUB 1070: P2$=P$ B 
1030 IF P1$=P2$ THEN 1050 B 
1040 PRINT “YOU TYPED IT DIFFERENTLY THE 
“: PRINT “SECOND TIME. TRY AGAIN!”: GOTO 
990 l' Enter l 

1050 PRINT “PASSWORD ACCEPTED!” B 

1060 J$=P1S+STRINGS(240-LEN(PIS): G 

OSUB 840: PUT #1,368: CLOSE #1: RETURN B 

1070 WHILE ASO CHRS (13) B 

1080 A$=INKEY $: IF A$=”” THEN 1080 fed 

1090 IF A$=CHR$(13) THEN 1110 B 

1100 P$=P$+A$: PRINT B 

1110 WEND: PRINT fed 

1120 RETURN B 

1130 X=1: X$=” ”: WHILE XSO”*”: X$=MID$( 
JS.X.l): X-X+l: WEND: X=X-2: RETURN B 
1140 LOCATE 9,1: COLOR 7,1: PRINT SPS: P 
RINT SPS: RETURN B 

1150 LOCATE 7,1: PRINT EPS;EPS;EPS: RETU 
RN B 
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SWEEPSTAKES 


There are really cool 
prizes for you in The 
Software Toolworks 
“Out Of This World 
Sweepstakes.” Drawing is 
scheduled on or about July 1,1994. Entries must 
be postmarked no later than May 31,1994. So, enter to win now! 



Prize 


Complete Cynergy™ MPC™ CD-ROM 
computer system from Swan Tech¬ 
nologies plus software (see rules) 
and a $1,000 Shopping Spree! 

Total retail value $3,300. 




New! 

From The Software Toolworks! 


You must rescue Mario from the 
evil Bowser in a way cool geography adventure 
with all your favorite Mario Bros, characters! 
Available on NES®, Super NES®, Macintosh®, 
IBM® PC & Compatibles and IBM CD-ROM. 


Travel through time and meet Cleopatra, 
Thomas Edison, Ben Franklin and more with 
Mario and the gang! Available on NES, 
Super NES and IBM PC & Compatibles. 




Prize 



Prize 


One Schwinn High Plains adult mountain bike 
and one Schwinn “Z” bike for kids to 20 winners. 



SCHWINN 

¥ CYCLING AND FITNESS 


A Set of Microblade in-line skates from Rollerblade 
complete with protective gear pack to 20 winners. 


One Flik Flak watch from the makers of Swatch to 
100 lucky winners. 


/k Rollerblade -fPCk-fbk 


NO PURCHASE NECESSARY TO ENTER OR CLAIM A PRIZE. 1. HOW TO ENTER: Completely fill out the official entry blank (print only), or on a 3" x 5" card print your complete name and address, 
telephone number and age, and the words “Out of This World Sweepstakes”. P.O. Box 5939, Novato, CA 94948-5939. All entries must be postmarked no later than May 31,1994 and received by June 30,1994 
Mechanically reproduced entries not eligible. All entries become the exclusive property of The Software Toolworks and will not be returned. Not responsible for printing errors on the entry blank or point of 
sale display, for incomplete, illegible entries or late, lost, mutilated, for postage due or misdirected mail. 2. JUDGING: Winners will be selected in a random drawing from all entries received on or about July 
1,1994 by Marden-Kane, Inc. an independent judging organization who reserves the exclusive right to interpret all conditions in regard to this promotion without claim for damage or recourse of any kind. By 
participating in the sweepstakes, entrants agree to be bound by the rules and the decision of the judges which shall be final. All prizes will be awarded. Odds of winning depend upon the number of entries received. 
Only one prize per person, family, organization or household. 3. NOTIFICATION: Winners will be notified by mail and will be required to sign an Affidavit of Eligibility ; and Publicity/Liability Release which 
must be returned within 21 days from date of notification. If the winner is a minor, the affidavit must be signed by the parent or legal guardian. If the affidavit is not returned within this time period properly executed, 
or is returned from the post office as undeliverable, an alternative winners) will be selected. Winners grant permission to the use of their name, photograph/likeness for advertising and promotion for this and 
similar promotions without compensation. 4. P RT7.E S: Prizes and their approximate retail values are: (1) Grand Prize Cynergy™ MPC CD-ROM computer from Swan Technologies that includes 486D/40mhz 
4MB RAM, 2K Write-back and 128K external cache, 1.44 MB (3.5") and 1.2 MB (5.25" floppy drives) 260 MB hard disk, VESA Local Bus (1 MB video), mouse, CD-ROM drive (double-speed), sound card 
(16 bit), stereo speakers, microphone, 12 month on-site warranty, monitor included. Software includes MS-DOS® 6.0, MS Windows™ 3.1, MS Money, MS Productivity Pack, MS Entertainment Pack 4, 
PushButton™ Works and Software Toolworks CD-ROM products including The San Diego Zoo™ Presents The Animals! MPC®, The Software Toolworks® Presents Oceans Below MPC and World Atlas Version 
4 MPC and (1) $1,000 Toy Shopping Spree. Retail value of grand prize is $3,300. First prize winners will receive one of 20 Schwinn High Plains adult mountain bikes ($350 each) and one of 20 Schwinn “Z” 
bikes for kids ($170). The second prize winners will receive one of twenty sets of Microblade® in-line skates from Rollerblade and protective safety pack (includes knee pads, elbow pads and wrist guards). Retail 
value is $250 each. Third prize winners will receive one of 100 “Flik Flak” watches from the makers of Swatch (value $25 each). Total value of all the prizes is $21,000. Chances of winning are determined 
by the total number of valid entries received. 5. GENERAL CONDITIONS: Winners accepting prizes agree that all prizes are awarded on the condition that The Software Toolworks and their agents, representatives 
and employees will have no liability whatsoever for any injuries, losses, or damages of any kind resulting from acceptance, possession or use of the prizes. Winners further acknowledge that Software Toolworks 
has neither made nor is in any manner responsible or liable for any warranty, representation, guarantee expressed or implied, in fact or in law, relative to any prize, including but not limited to, its quality, mechanical 
condition or fitness. All taxes are the sole responsibility of the winners. No prize substitutions permitted except by sponsor due to unavailability, in which case a prize of equal or greater value will be awarded. 
Prizes are not transferable. 6. ELI GIBILITY: Sweepstakes open to all persons who are residents of the United States. Employees and their immediate family members of The Software Toolworks, Swan 
Technologies, Schwinn, Rollerblade, Swatch Watches, their divisions, subsidiaries, affiliates, advertising and promotion agencies, and any other persons or agencies involved with this promotion are not eligible. 
Void where prohibited by law and subject to applicable federal, state and local taxes and regulations. Not sponsored by Nintendo. 7. WINNERS LIST: For the names of the winners, available after July 30,1994, 
send a self-addressed stamped envelope to The Software Toolworks Out of This World Sweepstakes Winners, 60 Leveroni Court, Novato, CA 94949. 

™ and Copyright 1993 ©Nintendo. Copyright ©1993 The Software Toolworks, Inc. All Rights Reserved. MARIO IS MISSING!™, MARIO™, LUIGI™, BOWSER™, and MARIO’S TIME MACHINE™ are trademarks 
of Nintendo. Super Nintendo Entertainment System, Super NES and NES are registered trademarks of Nintendo of America Inc. IBM is a registered trademark of International Business Machines Corp. Macintosh is a 
registered trademark of Apple Computer, Inc. Cynergy is a trademark of Swan Technologies. High Plains and "Z" Model are registered trademarks of Schwinn Bicycle. Microblade, Rollerblade, and the skate icon are 
trademarks of Rollerblade, Inc. Flik Flak is a trademark of Swatch watches. 


r iL# The Software Toolworks I 

■ T HE SOFTWARE TOOLWORK S OUT OF THIS WORLD Sweepstakes s 

! Name_ | 

I Address_ * 

| City_State_Zip_ | 

■ Phone_ ; 

■ Signature_ 

I To enter: Print your name, address, city, state, zip code, fe 

I phone number, age and the words: Out Of this World i 
Sweepstakes on a 3"x 5" card or complete this entry blank. ■ 

I Mail entry to The Software Toolworks, Out Of This World I 

Sweepstakes, PO Box 5939, Novato, Ca 94948-5939. 13 

^All entries must be postmarked no later than 5/31/94. 5 



























ECHO-ME 


10 WIDTH 40: KEY OFF: COLOR 7,0 
20 LOCATE 9,17: PRINT “Q”: LOCA 
PRINT “W”: LOCATE 15,17: PRINT 
TE 15,24: PRINT “S”: RANDOMIZE 
30 P=10: X$=CHR$(219): Y$=CHR$( 
40 DIM M$(99): C=0: CH=0 S3 
50 R=INT(4*RND(1))+l: A$=”QWAS” 
60 M$(C)=MID$(A$,R,1): C1=0: C2 
70 C1=C1+1 B 

Q” THEN 140 B 
W” THEN 150 B 
: ”A” THEN 160 B 
■"S" THEN 170 B 




80 IF M$(C1)= 

90 IF M$(Cl)= 

100 IF M$(Cl) 

110 IF M$(C1) 

120 IF Cl-C THEN 180 B 
130 GOTO 70 B 
140 1=10:J=18:K=12:Z$ ; 

150 1=10:J=23:K=14: 1% 

160 1=14: J=18: K=10: Z$ ; 

170 1=14:J=23:K=9:Z$= 

180 C2=C2+1 B 
190 K$=IN KEY $ B 
200 IF CH<C2 THEN CH=C2 B 
210 IF C2=C+1 THEN FOR X=1 TO 4000: NEXT 
X: GOTO 50 B 

220 IF K$=”Q” OR K$=”W” OR K$=”A” OR K$= 

“S” THEN 230 ELSE 190 B 

230 IF K$OM$(C2) THEN GOTO 290 B 

240 IF K$=”Q” THEN 1=10: J=18: K=12: Z$= 

“02L4C”: GOSUB 350 B 

250 IF K$=”W” THEN 1=10: J=23: K=14: Z$= 
"02L4E”: GOSUB 350 B 

260 IF K$=”A” THEN 1=14: J=18: K=10: Z$= 
“02L4G”: GOSUB 350 B 

270 IF K$=”S” THEN 1=14: J=23: K=9: Z$=” 
03L4C”: GOSUB 350 B 
280 GOTO 180 B 

290 COLOR 7,0: CLS: PRINT “SORRY!”: PLAY 
"01L16MSCCCCCCC” B 

300 PRINT: PRINT “YOU REMEMBERED”;CH-1;” 
NOTES!” B 

310 PRINT: PRINT “PLAY AGAIN (Y/N)?”: B 
|gg0 R$-INKEY$: IF R$=”Y” THEN RUN B 
330 IF R$=”N” THEN CLS: END ELSE 320 B 
340 WcIKL.J: COLOR K,0: PRINT X$: PLA 

Y Z$: LOCATE I,J: PRINT Y$: GOTO 120 B 
350 LOCATE I.J: COLOR K,0: PRINT X$: PLA 

Y Z$: LOCATE I.J: PRINT Y$: RETURN B 


:GOTO 340 E 
: GOTO 340 E 
:GOTO 340 E 
GOTO 340 B 


”02L4C 

”02L4E 

”02L4G 

03L4C” 
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Dozens of amusing animations add fun to the chase! 
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Sixteen maps help agents keep track of their travels. 



Dramatic shots whisk players to 45 countries around the world. 
(60 countries in the CD-ROM version.) 



S Check Ou t A'uwta m 
•/Pi ne Up Chime Net 1 

Telephone- SAiek _ 

Kamat <§>565-7263 


The CD-ROM version has over 3,200 dues-some in foreign 
languages! 



Gorgeous digitized photos. 


Five Graphic 
Reasons for 
Buying 
Carmen 
Deluxe. 


Well, you did it. You finally 
bought that powerful new com¬ 
puter with a color monitor, digi¬ 
tized sound support and a mas¬ 
sive hard drive. Maybe you 
even bought a CD-ROM player. 
And now you need some soft¬ 
ware. 

Watch out. Carmen’s about to 
heist your machine. 


Even the games are more excit¬ 
ing. Twice as many villains and 
clues. And more countries. So 
even veteran Carmen sleuths 
will find new challenges. 

Suggested Retail Prices: IBM® 
PC/Tandy®, Macintosh® LC and 
II series—$79.95. For IBM CD- 
ROM prices, visit your local 
software dealer. 


The big new Deluxe Editions of 
Where in the World is Carmen 
Sandiego?® are designed exclu¬ 
sively for today’s hot new per¬ 
sonal computers. So the graph¬ 
ics are fantastic. When you see 
them, you’ll know why you 
spent all that money on your 
hardware. 

The Deluxe Editions also 
include fabulous new sound 
effects and move-like music 
tracks. (The CD-ROM version 
also includes music from Smith¬ 
sonian/Folkways Recordings!) 

Braderbund 

Braderbund is a registered trademark of Braderbund Software, Inc. 
All other registered trademarks are the property of their respective 
owners. 

© Copyright 1992, Braderbund Software, Inc. All rights reserved. 


To save 25%, call 1-800-521-6263 
and refer to code 00008. Or visit 
your local dealer today. 















































































































is Michael, but my nick- 


u. My name 
^ name is Mike .Iaml3andinthe eighth 

jg grade. I play soccer and lacrosse, and I 

& run track. I have been using computers 
j? since I was 6 years old. I would like to be 
? pen pals with other kids my age. 

- Michael O'Brien 

10 Zeloof Drive 
Lawrenceville, NJ 08648 


jy My name is Agnes Mazur, and I live in 

x# California. I just turned 13 years old. My hobbies 
are reading, sports and listening to the radio. I think 
it's really fun when you can write to someone who lives 
far away and be friends through the mail. I love writing 
letters almost as much as I like reading them! I would like a 
PC Pal my age. Please write! 

Agnes Mazur 
511 Dix Way 
San Jose, CA 95125 

My name is Latisha, and I'm 11 years old. I collect panda 
bears. I also play the piano. I have a computer at my house. 
I like to play games on it and use it for school reports. I want 
to be a PC Pal with a boy or girl my age. 

Latisha Dippold 
RR 2, Box 214-1 
Farina fft 62838 


My name is Oliver, and I'm iu years oiu. 1 m ^ 
fourth grade; my favorite subject in school is history. I 
like to play baseball. I have a big brother named Peter. My 
dad teaches me a lot about computers. I would like a PC 

* >a ' Oliver Elder 

7216 S. Gretna Avenue 
Whittier, CA 90606 


My name is Todd, and Jamil years oia. we nave ^ , 
two computers — one is a Tandy 2500 and one is a 
Tandy 1000. My favorite games are Sierra games, espe- ^ 
dally King's Quest. I beat numbers one, two, four, five and 
six. I would like a PC Pal my age, boy or girl. 

Todd Whelan 
102 Adrossan Court 
Deptford, NJ 08096 


My name is Ryan. I am 8 years old and m 
grade. I am in Cub Scouts. In Cub Scouts we bu 
things — we have built a tool box, a race car ; 
feeder. My favorite computer game isCrystal C 
get through every level in it. I would like to hai 
my age. R 

3209 if 
Omaha, 



















Hi! My name is Suzanne, and I am 11 years old. I collect 
porcelain dolls. I enjoy playing the clarinet, dancing and 
listening to music. My favorite sports are soccer, softball 
and basketball. We have two computers at our house! I 
would like to be PC Pals with anyone my age. Please write 
soon! 

Suzanne O'Donnell 
10 Hirsch Drive 
Garnerville/NY 10923 


Hi! My name is Lisa, but people call me Gesa Los. I am 
12 years old and a professional gymnast. I love basketball 
too. I have Windows on my computer. I would like to have 
a PC Pal my age. 

Lisa Goss 
102 Blossom Way 
Scotts Valley, CA 95066 


My name is Melissa, and I am in the fourth grade. I like 
to swim and watch movies. I am nine years old. I like to 
paint pictures using the computer. I'd like to be PC Pals 
with anyone of any age. 

Melissa Nelson 
P.O. Box219 
Mealy, AK 99743 


My name is Eric, and I am in the seventh grade. I play the 
French Horn and the piano, and really enjoy both. Right 
now I use my dad's IBM computer, but I am soon getting 
a Gateway Pentium IBM of my own. I like to program on 
the computer. My computer has Windows. I like to play Risk 
and King's Quest VI on it. I would like a PC Pal who is my 
age. 

Eric Spunberg 
171 Commodore Drive 
Jupiter, FL 33477 


Hello. My name is Star, and I am 14 years old. I enjoy 
poetry (writing and reading), drama and horror novels. I 
also enjoy karate. History is my favorite subject in school 
because my teacher makes it fun. I also like animals, but 
most of all I like horses. If I can find somebody around my 
age to write to and receive letters from (boy or girl), I will 
keep in contact. Please write and be my PC Pal. 

Star AMer 
36375 Fremont Boulevard 
Fremont, CA 94536 


My name is Scott, and I am 7 years old. My favorite 
computer game is The Return to Zork. I want to be a singer 
when I grow up. I am in the second grade. I would like to 
be PC Pals with someone. 

Scott Michau 
7743 Hickory Hollow Lane 
Charlotte, NC 28227 


My name is Molly Hagen. I am 12 years old and in the 
seventh grade. I like the computer, basketball, swimming 
and writing. I would like to be PC Pals with anyone. Please 
write to me! 

Molly Hagen 
16N590 Sumter Drive 
West Dundee, IL 60118 
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When spies send top-secret mes¬ 
sages to each other, they use special 
codes so other people can't read the 
messages. Wouldn't it be great if you could send secret 
messages to your friends? With a little help from your 
computer, it's easy to create codes that are almost impos¬ 
sible to crack — if the wrong person intercepts your mes¬ 
sage, they won't be able to read it! 

Type the program listing for SPYCODE and save it to 
disk (see Page 32 for help). When you run SPYCODE, the 
computer prints the alphabet and the numbers 0 through 9 
on the screen. Then it goes to work creating a special code 
just for you. It does this by switching all the letters and 


new code just below 
the alphabet. If you have a printer, just pressEE! at this point 
and your computer prints two copies of the code. Other¬ 
wise, write the real alphabet and the new code on a piece of 
paper, then hold downED and press the key marked Pause. 

Now give a copy of the code to a friend. To send a secret 
message to this friend, first write the message normally. 
Then go through it letter-by-letter, using the code letters in 
place of each real letter. Give the coded message to your 
friend, and he or she can decode it by working backwards 
from the code sheet. Remember: no code is totally impos¬ 
sible to break! If you think someone is onto your code, just 
run SPYCODE again to make a new one. 


SPYCODE 


10 REM SPY CIPHERS B 
20 WIDTH 40: KEY OFF: COLOR 14,1: CLS B 
30 AL$(1)=”ABCDEFGHIJKLMNOPQRSTUVWXYZ012 
3456789": AL$(2)=AL$(1 CR$=”” £3 

40 LOCATE 3,3: PRINT AL$(1) B 
50 RANDOMIZE TIMER B 
60 FOR X-l TO 36 B 
70 CR=INT(36*RND(1))+1 B fCy4 
80 IF MID$(AL$(1),CR,1)=” “ THEN 70 IgL a 
90 CR$=CR$+MID$(AL$(1) ,CR,1) B 
100 IF MID$(CR$,CR,1)=MID$(AL$(1),CR,1) 
THEN CR$=LEFT$(CR$,LEN(CR$)-1): 

j[Enter| 

ii0 mtd$(al$(i Lcr.d =h “ B 

120 LOCATE 5,3: PRINT CR$ S 
130 FOR Y=1 TO 250: NEXT Y §3 



L 



v 


140 NEXT X §5) 

150 LOCATE 5,3: _PRINT CR$ B 
160 COLOR 10,1 B 

170 LOCATE 10,3: PRINT “MAKE SURE YOUR P 
RINTER IS TURNED ON,” EEL*-. 

180 LOCATE 11,3: PRINT |‘THEN PRESS THE [ 

ENTER] KEY TO PRINT” B 

190 LOCATE 12,3: PRINT “THE CIPHER SHEET 

|g ” jfenterj 

200 A$=INKEY$: IF A$=”” THEN 200 B 
210 COLOR 12,1: LOCATE 18,3: PRINT “NOW 
PRINTING CIPHER SHEETS ...” B 
220 FOR X=1 TO 6: LPRINT: NEXT X B 
230 LPRINT AL$(2): LPRINT CR$ B 
240 FOR X-l TO 6: LPRINT: NEXT X B 
250 LPRINT AL$(2): LPRINT CR$ B 
260 COLOR 7,1: CLS: END B 
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to set ticket prices, even what dinosaurs 
attract the biggest crowds. 

While building a DinoPark empire, 
kids sharpen math, science and problem 
solving skil ls without even noticing. It’s 
no wonder DinoPark Tycoon comes from 
the number one educational software 
company for kids. New DinoPark Tycoon, 
: from the makers of 
The Oregon Trail? “ tm W 

° ©1993MECC 


Introducing DinoPark Tycoon 
Software Program For Kids. 

What could be more exciting than a 
dinosaur amusement park? Running it! 

With DinoPark Tycoon™ your child 
will discover more than the differences 
between a Tyrannosaurus Rex and an 
Allosaurus. Your little tycoon will need 
to decide what land of land to buy, how 
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My tirst World Atlas shows you the sights! Join Dale 
Monkey and visit far points on the globe as you explore 183 
countries. You 11 learn about capital cities, population, weather, 
religion, languages, time zones, money and more. You'll even 
see countries' flags and hear their national anthems! Cam- 

‘ mv; 




I FunWith Peanuts 

L - ~——^ i ~ I Join Snoopy, Charlie 

jpl -- -- — j I Brown, Lucy, Linus and the 

;j ~ -~j jTgm I rest of the gang for some 

-- - l~\ learning fun. Peanuts Yearn 2 

Learn has five games in all: 

Math, Geography, Reading, Coloring and Fun (arcade games . 

for hand-eye coordination). You'll learn about the states, do f ^ Y 

math puzzles, color and read comic strips. Plus (if you have \ 
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Oiek Drives 
Keyboard 
Memory 
Modem 
Monitor 
Mouse 
Printer 
Processor 


nust get this part 
anplete your quest 
uhen you do, 
eyes won't rest. 
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10 REM SPY CIPHERS B 
20 WIDTH 40: KEY OFF: COLOR 14,1: CLS B 
30 AL$(1)=”ABCDEFGHIJKLMNOPQRSTUVWXYZ012 
3456789": AL$(2)=AL$(1): CR$=”” B 
40 LOCATE 3,3: PRINT AL$(1) B 
50 RANDOMIZE TIMER §3 
60 FOR X-l TO 36 B 
70 CR=INT(36*RND(1))+l B 
80 IF MID $(A L$(1),CR,1)=” “ THEN 70 B 
90 CR$=CR$+MID$(AL$(1),CR, 1) B 
100 IF MID$(CR$,CR,1)=MID$(AL$(1),CR,1) 
THEN CR$=LEFT$(CR$,LEN(CR$)-1): GOTO 70 


110 MID$(AL$(1),CR,1)=” “ B 
120 LOCATE 5,3: PRINT CR$ B 
130 FOR Y-l TO 250: NEXT Y B 
140 NEXT X B 

150 LOCATE 5,3: PRINT CR$ B 
160 COLOR 10,1 B 

170 LOCATE 10,3: PRINT “MAKE SURE YOUR P 

RINTER IS TURNED ON,” B 

180 LOCATE 11,3: PRINT “THEN PRESS THE [ 

ENTER] KEY TO PRINT” B 

190 LOCATE 12,3: PRINT “THE CIPHER SHEET 


200 A$=INKEY$: IF A$=”” THEN 200 B 
210 COLOR 12,1: LOCATE 18,3: PRINT “NOW 
PRINTING CIPHER SHEETS ...” B 
220 FOR X-l TO 6: LPRINT: NEXT X B I 
IMPRINT AL$ ( 2): LPRINT CR$ B 

<=1 TO 6: LPRINT: NEXT X B 
250 LPRITTI^ AL$(2): LPRINT CR$ B 
260 COLOR 7,1: CLS: END B 
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Fatty Bear and his friends have a lot to do before Kayla wakes up 
Matilda Rabbit's busy with the cake. Gretchen's working on th< 
decorations. The puppy's getting into mischief, and the garage doo 
opener has disappeared. 


Fatty Bear's Birthday Surprise™ is an adventure game designer 
especially for children. Children enhance their problem-solvinc 
skills, while happily exploring Fatty Bear's world; the goals even var> 
in response to your child's actions. 


So, what are you waiting for? Morning's almost here, 
and a bear can only do so much alone. 


Humongous Entertainment™ Creating software that doesn't underestimate your child. Available on Disk or CD-ROM 
for Macintosh and IBM PC systems. SRP $49.95 Disk/ $54.95 CD-ROM. To purchase, visit your favorite software retailer 
or order direct from Humongous Entertainment, 13110 NE 177th PI. Box 180, Woodinville, Wa. 98072. (206) 485-1212. 
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A Message To PC Kids Parents 




PC Kids provides an entertaining 
environment where your child can 
learn about computers. Each activity 
and computer program published in 
PC Kids is selected for its ability to 
teach, and the "play" content built 
into each feature is carefully designed 
to further enhance this educational 
process. 

As your child begins to usePC Kids 
and the computer, he or she will have 
many questions. We'll do our best to 
anticipate these questions and to pro¬ 
vide answers, but nothing beats an 
"on-site technical department"—your 
involvement will be necessary at times. 
How you respond will determine how 
quickly your child learns to work re¬ 
sponsibly and independently with the 
computer. 

Turning It On 

With the vast array of options avail¬ 
able on today's computers, we cannot 
be sure how your MS-DOS computer 
system is configured. To provide spe¬ 
cific instruction would require vol¬ 
umes and cause unnecessary confu¬ 
sion. Therefore, 


Keyboard Etiquette 

Kids will be kids. Some rules we suggest you establish 
at the beginning are: 

cr Press the keyboard keys softly; don't hit them. 
ier Keep food and drink away from the computer, 
csr No touching or drawing on the monitor. 

^ Clean up the computer area when you've finished. 



we assume your child already knows 
how to turn on the computer and suc¬ 
cessfully boot MS-DOS. If this is not 
the case, set aside some time to sit 
down with your child in front of the 
computer. Show how to insert the flop¬ 
py disk in the drive. Explain the job 
each peripheral performs. And re¬ 
member, kids don't need full-blown 
technical explanations — an overview 
will do. When they're ready for more 
information, they'll ask. 

A Special Storage Place 

Chances are, your child isn't the 
only person in your family who uses 
the computer. For file security and 
simplicity, it is best if beginning users 
work only with floppy disks for sav¬ 
ing the programs they enter from PC 
Kids — even though your comput¬ 
er system may include a hard 
drive. We will assume every 
reader has a special disk with 
which to boot MS-DOS and 
on which to save pro¬ 
grams. Create a disk for 
your child(ren) as fol¬ 
lows (refer to the MS- 
DOS manual for more 
information): 

^ Boot the system as 
you normally would. 
^ Format a blank 
floppy disk using the / S 
option. This tells the FOR¬ 
MAT command to make a 
bootable system disk. 


car Copy the BASIC interpreter to 
the disk. If you have a version of DOS 
prior to Version 5.0, your system in¬ 
cludes either GW-BASIC or its twin, 
BASICA. Copy to the disk either 
GWBASIC.EXE, or BASICA.EXE and 
BASIC.COM. If you have GWBASIC . EXE, 
rename it to BASIC.EXE. If you have 
DOS 5.0, the BASIC interpreter is 
QBASIC. There are three files used by 
QBASIC: 0BASIC.EXE, QBASIC .INI and 
QBASIC.HLP. Copy these to your child's 
floppy disk. (Note: If it is a 514-inch 
360K disk, omit QBASIC.HLP to save 
space.) 

Of course there are exceptions to 
floppy-only operation. For instance, 
you may want to install software for 
your child that requires a hard drive. 
And some kids may already have a 
working understanding of the MS- 
DOS directory structure. This is OK as 
long as you are comfortable with your 
child's ability to use the hard drive 
safely. Do note that the program arti¬ 
cles in PC Kids assume your child has 
booted the computer using his or her 
special disk and that the BASIC inter¬ 
preter is on that disk. 

Another exception worth noting is 
Windows. Our "Mousetales" feature 
provides activities within the 
Microsoft Windows environment, 
which requires a hard drive. If your 
system includes Windows , we encour¬ 
age you to work with your child until 
you are confident he or she has a good 
understanding of Windows' operation. 














Working With 
PC Kids Programs 


To enter a PC Kids program listing, 
put your special BASIC disk into the 
floppy disk drive and turn on the com¬ 
puter. (If you don't have a special 
BASIC disk yet, ask one of your par¬ 
ents to read these pages and make one 
for you.) You maybe asked to type the 
date and time. If you need help with 
this, ask Mom or Dad to show you 
how. When the computer is ready, 
you should see A> at the left side of the 
screen. 

All PC Kids programs are written 
in BASIC, a special language your com¬ 
puter understands. Two kinds of BA¬ 
SIC are used for computers like yours, 
BASIC and QBASIC. (If you don't al¬ 
ready know, ask Mom or Dad which 
BASIC your computer has.) To start 
BASIC, type the word BAS IC right after 
the A> on your screen and press £3. If 
you have QBASIC, you should instead 
type QBASIC and press £5. 

Using Regular BASIC 

When BASIC^starfs, you see some 
words at the top of the screen telling 
you that it is BASIC. Then you see the 
word 0 K, with a flashing line (called a 
cursor) on the next line. Don't worry 
about the words printed at the bottom 
of the screen. When you see the word 
OK, your computer is ready for you to 
type the program. 

E veryPC Kids BASIC program uses 
line numbers. This means every line 
starts with a number. Start typing at 
the beginning of the listing with Line 
Number 10. Keep typing all the num¬ 



bers, let¬ 
ters, spaces 
and other 
characters 
until you see 
the symbol 
that looks 
like H. 

When you 
get to this symbol,press 

the key marked ENTER or RETURN 
on your keyboard. If you don't find 
H when you get to the end of the first 
line in the listing, don't press the EN¬ 
TER key. Instead, type the numbers 
and letters that are on the next line. 
Press the ENTER key only where you 
see £3. 

When you finish typing all the list¬ 
ing's lines, save the program to your 
special BASIC disk — type 
SAVE" filename " and pressH. But make 
sure you change the word fi 1 ename to 
the real name of the program, which is 
in big letters at the top of the listing. 
For example, to save the program with 
the name TICKETS, you type 
SAVE"TICKETS" and press £3. To make 
the program run, type RUN and press 

I Enter] 

To get out of BASIC, type SYSTEM 
and press H. Then you can turn off 
the computer. To load a program 
you've already saved, type 
LOAD" fi 1 ename" (but change filename 
to the program's real name) and press 
S Type RUN and press £3 to make it 
run. To see which programs are saved 
on your disk, type FILES and press£3. 


Using QBASIC 

When you start QBASIC, a screen 
appears with words along the top. In 
the middle of the screen is a message 
—just pressH to make it go away. To 
get ready to type a listing, pressH, 13 
and then 3. This erases any program 
that may already be in the computer's 
memory. Now type the lines of the 
listing, starting at Line 10, as we ex¬ 
plained above. Press the key marked 
ENTER only where you see £3 in the 
program. 

To save a program with QBASIC 
after you finish typing it, press ED, 3 
and B. A box appears at the top of the 
screen. Type the program's name in 
this box and pressH. PressED, 3 and 
B to run the program you've typed. 

To get out of QBASIC, press ED,3 
and B. Now you can turn off the 
computer. 

To load a listing you have already 
saved, press ED, 3 and B. The 
bottom-left part of the box that ap¬ 
pears tells you the names of the pro¬ 
grams you have already saved. To 
load one of these into the computer, 
type its name in the top-left part of the 
box where you see the flashing cursor 
and press H. 
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Q: What do y°“ if'an y e°eph® t? 
cross a bee oU ' r e m 

^tg^uWe^t^ngsyou'. 


Knock, toocW 
" _/ s there 7 

Knock, knock! 

Who's there? 

Ammonia. 

Ammonia who? 

Ammonia little bit hungry right now. 


Who 
Annie- 

Ann >body !eadyi01 ' 

Mvraebooy 




























DINKY’S HOUSE 

Memory Building 


GUESS-O-MATIC 

Concentration for Kids 


ALPHABEEPS 

Spelling Challenge 


TOO MANY MONSTERS 

Develops Counting Skills 


BARBER JOE 

Draw & Color Like Kid Pix 



Finally! 

A FUN-FILLED SOFTWARE 
PROGRAM FOR KIDS FEATURING 
FIVE SKILL-BUILDING GAMES. 

Creative, entertaining and educational, 
Rodney’s Funscreen is the perfect com- 
nion for your preschoolers. Let its host, 
Mr. Archibald introduce your kids to: 

Dinky'S HOl/SE They’ll enjoy explor¬ 
ing as they challenge their memory. 

GUESS-O-MATIC Observation and con¬ 
centration improve, as they master this 
imaginative matchin g game. 
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ALPHABEEPS They’ll learn that letters 
make sounds and that spelling can be fun! 

TOO MANY MONSTERS With 20 
strange creatures to keep track of, 
numbers become their friends. 

BARBER Joe Imaginations run wild 
when art is this easy! 

Help your kids discover how learning 
can be a laugh and a half. Give them 
Rodney’s Funscreen today. 

Rodney’s Funscreen is Available in PC, 
Macintosh, CD-ROM, and Tandy VIS formats. 
See your local retailer or call 1-800-477-3650. 



































































